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Limited Warranty 

This software product and associated manual and all other documentation 
contained herein are sold “AS IS,” without warranty as to their performance. The 
entire risk as to the quality and performance of the computer software program 
is assumed by the user. 


However, to the original purchaser of a disk prepared by Entrex and carrying the 
Entrex label on the disk jacket, Entrex Software Inc. warrants the medium on 
which the program is recorded to be free from defects in materials and faulty 
workmanship under normal use and service for a period of three (3) years from 
the date of purchase. If during this period a defect on the medium should occur, 
the medium may bereturned to Entrex Software Inc. and Entrex Software Inc. will 
replace the medium without charge to you. Your sole and exclusive remedy in 
the event of a defect is expressly limited to replacement of the medium as 
provided above. 


Copy Protection 

There is no copy protection on this Entrex product. In accordance with the 
following copyright information, we suggest you make a backup copy of the 
program disk(s) for your personal use. Always use the copy disk for regular use 
of the program and place the original in a safe place. 


Copyright 

The enclosed software productis copyrighted and all rights are reserved by Entrex 
Software Inc. Itis published exclusively by Entrex Software Inc. The distribution 
and sale of this product are intended for the use of the original purchaser only and 
for use only on the computer system specified. Lawful users of this program are 
hereby licensed only to read the program from its medium into memory of a 
computer solely for the purpose of executing the program. Copying (except for 
one backup copy for personal use), duplicating, selling, or otherwise distributing 
this product is a violation of the law. ; 


This manual and all other documentation contained herein are copyrighted and all 
rights reserved by Entrex Software Inc. These documents may not, in whole or 
in part, be copied, photocopied, reproduced, or translated, or reduced to any 
electronic medium or machine-readable form (except for use in a classroom 
taught by, or under the control of, the original purchaser) without prior consent, 
in writing, from Entrex Software Inc. 
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Part One: Using the Simulation 


Introduction 


“California or bust!” 

This was the cry that inspired the prospectors of 1849 — better known as the Forty-Niners. These 
brave (and maybe foolhardy?) souls challenged rough terrain, hostile tribes, violent weather, 
disease, and more to journey to the hills of California hoping to satisfy their dreams of riches. 
For those who survived the journey, there was no guarantee that gold would be the reward. Some 
panned every creek, finding nothing. Others dug into the rich earth, but eventually abandoned 
the quest and decided to farm instead. 

A lucky few did find what they were looking for — GOLD! Will you be one of the fortunate few? 


This simulaton turns you into a Forty-Niner, facing all of the obstacles that history tells us these 
adventurers confronted. How will you fare? 


The Forty-Niners is a sophisticated program which can provide hours of enjoyable learning. Its 
many utility features make it simple to use. These include: 


° special design for use individually or in a lab setting — extra disks are available ata special 
low price; or inquire regarding network and site license versions 


° ease of use: most operations require use of the <SPACE BAR> and <RETURN3> keys only 
° computerized glossary 


° background information on the gold rush, explorers, Indian tribes, geographical regions, 
and so forth 


e special utilities for record keeping and the analysis of student progress 
° constant and informative feedback 
The Forty-Niners is an informative and fun simulation of the California gold rush. The spirit of 


discovery and adventure will capture your students’ interest. The interactive presentation 
necessitates an active, intelligent involvement. 
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Aims and Objectives 


The Forty-Niners brings achapter of American history to life and can provide an exciting, creative 
outlet for students. 


Information is presented in three ways: 

° Through the simulation of leading a wagon train, the student will experience and learn of 
the realities which faced the men and women of 1849 who traveled west to find a better way 
of life. 

° In answering the Explorer’s Notebook questions, students will learn about the history of 
the era — the goals and accomplishments of the gold seekers and explorers, and the major 


themes and events which shaped the era. 


° The student will gain a visual appreciation of the geography of the United States by using 
the “Terrain Map” included in the program. 


Students must make informed and thoughtful decisions in order to complete the simulation. 
They must be able to correctly answer questions regarding the historical facts of the period and 
they must be able to define and implement a strategy for successfully crossing the rugged 
American West. 

Knowledge Objectives 

Upon completion of the simulation, the student should be able to: 

° understand the obstacles that Western travelers and settlers faced. 


° know much about the equipment and supplies used by the Forty-Niners. 


° be able to identify the major tribes of western American Indians and locate them on a map, 
as well as understand the reasons behind the fighting between settlers and Indians. 


be familiar with the geography of the western United States, including the flora and fauna 
native to the various regions. 


° be able to identify the areas where gold was actually found and the methods for extracting 
it. 
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Skill Objectives 
The student should also develop these specific skills upon completion of the simulation: 


® decision-making skills 
- searching for alternatives 
- weighing alternatives 
- evaluating decisions 


° social skills 
- contributing to group problem-solving 
- expressing ideas 
- listening to others 
- defending a point of view 
- accepting the opinions of others 
- reaching consensus 


- cooperating 

° map skills 
- location and distances 
- route planning 

° research skills 


- searching for information 
- categorizing information 
- record keeping 


° strategy formation and implementation 
- defining possible strategies 
- testing strategies 
- examining alternate strategies 
- planning a course of action 
- following a course of action 


System Requirements 


There are three disks in the Apple 5.25" version of this program, titled: 49’ers Master, 49’ers 
One, and 49’ers Two. Ifyou areusing the MS-DOS 5.25" version you willhave two disks: 49’ers 
Master and 49’ers One. The program fits entirely on one 3.5" disk (Apple or MS-DOS), titled 
The Forty-Niners. 


Apple versions will operate on Apple II+, IIe, IIc, and IIgs with 64K RAM (or more) and one or 
two disk drives. 


MS-DOS versions of The Forty-Niners will run on any IBM PC with at least 256K RAM and one 
or two disk drives. The PC must be equipped with a Color Graphics Adapter (CGA) or equivalent. 


RAM in excess of 256K will be utilized as a RAM disk. The program will also operate on IBM 
compatibles, including the Tandy 1000. 
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Starting the Simulation 


Ifyou are using one of the 3.5" disk versions, or a network version, of this program, please refer 
to Appendix A of this manual before reading the following. 


Apple The boot (start up) disk is titled 49’ers Master. Place it in Drive One. Boot the 
program by turning on the computer or by pressing the <CTRL> , <RESET> and 
<OPEN APPLE> keys simultaneously (if the computer is already on). If you are 
unfamiliar with any of these keys please refer to your Apple Users Manual. 


MS-DOS Boot the program by loading DOS 2.0 (or higher), then insert 49’ers Master and type 
49R. 


An introductory screen will appear on your monitor. Press any key to see the main menu. 


Diagram 1 — Introductory Screen 


ENTREX 
SOF TWARE 


PRESENTS 


THE 49 ers 


research by Cathy Schaffrer 


program DY Steve Hughes 
and Johan Van Imschoot 


graphics 
and Cc 


Before choosing option 1, you may want to use some of the utilities. See Utilities (Part Three) 
for explanations of the introductory screen options. 


Choose option 1. The computer will now load the simulation. You will be prompted to insert the 
49’ers One disk in Drive One in place of 49’ers Master (5.25" disk version only). 


Insert 49’ers Two in Drive Two. Users of one-drive systems will be prompted by the computer 
when to insert this disk. 
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Hall of Fame (5.25" disk versions only) 


When the simulation has finished loading, a Hall of Fame screen will appear on your monitor. 
For each mode of play there is a Hall of Fame. This is a record of the top scores other players in 
your class have obtained. You may view these scores as goals to surpass. 


From this screen it is possible to restore an exploration which was previously saved. To do this, 
type <R> and follow the screen instructions. 


If you do not wish to restore an exploration, press <RETURN>. 


Introduction 


An introduction will appear next. Read the introduction carefully before proceeding. Press the 
<ESC> key to exit the introduction. 


Equipment 


You will receive a certain amount of supplies automatically when you begin the simulation, but 
you will need to add to it before you begin your journey. Choose from the following: 


FOOD Each person consumes one pound of food per day. Take as much food as you can 
afford. Additional food should be obtained by trading with natives. It is also possible 
to hunt for food. 


WATER KEGS Take along a few extra water kegs to get you past the dry parts of the trail. 
Remember to fill your kegs after every time you have forded a river. 


WAGONS You should not require any additional wagons unless you forget to take along some 
repair kits. Wagons can only be bought at forts. 


OXEN Use oxen to pull your wagons. They are steady, dependable, but slow. Take one or 
two extra as you will certainly lose some to illness. Two oxen can pull one wagon. 


MULES Mules can also be used to pull your wagons. You can ride them too! It takes four 
mules to pull one wagon. 


GUNS Take along a few guns so that you can hunt for food along the way. 


AMMO Ammunition is needed for hunting and in case of attacks. Ammunition is bought by 
the pound and can only be obtained at forts. 


MINING KITS You will need at least one mining kit if you are to hunt for gold. Mining kits 
include picks, shovels, gold pans and other essential items. 


MEDICAL KITS One of the greatest dangers ahead of you is disease. Taking along a medical 
kit may allow you to cure some of the sick people. 


REPAIR KITS Don’t leave home without at least one or two of them. The terrain ahead is very 
rough and your wagons will break down. Although you can always fix your wagons 
at a fort, taking repair kits with you will allow you to repair your wagons wherever 
they break down. 
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Increment 


When trading or selecting equipment from forts, you will probably want large quantities of some 
items. Type <I> to increase the increment from 1 to 10 to 100 to 1000, or type <L> to lower the 


increment. 


Advice for First Time Users 


First time users of the program may want some extra advice. Choose the Info option and then 
the Advice option. A few short paragraphs explain the starting equipment and the different 
commands. A basic strategy is also provided. 


Using the Program 


While using The Forty-Niners you will be asked to use menus, respond to instructions, and 
exchange disks. You will have more success using the program if you have a complete 
understanding of how to use these three functions. 


Menus 


Throughout the program you will be shown “menus” — lists of choices which you are allowed to 
make. For example, at the main screen you will be shown the menu, under the word 
“COMMANDS,” depicted in Diagram 2. 


Diagram 2 - The Main Screen 
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To tell the computer what you want to do, simply use the <SPACE BAR> or <*?,{> keys to move 
the highlight to the desired command. For example, to choose Trade the menu should appear 
as in Diagram 2, except the word “Trade” will be highlighted. Once your choice is highlighted, 
press <RETURN>. 


Ingtructions 


While using The Forty-Niners you will often see instructions at the bottom of the screen. You will 
usually be asked to press a key or you may be warned about an event or asked to adjust your party 
in some way. Follow these instructions carefully and the program will progress smoothly. 


Exchanging Disks (5.25" disk versions only) 


The Forty-Niners is on two (MS-DOS) or three (Apple IT) disks: 49’ers Master, 49’ers One and 
49’ers Two. After choosing Simulation from the master disk, you will have to exchange 49’ers 
Master for 49’ers One. If you are using a Apple II with two disk drives, insert 49’ers Two into 
thesecond drive (see: Starting the Simulation, p. 4). You will not have to worry about exchanging 
disks a second time. 


Ifyou have one disk drive, from time to time the computer will instruct you to remove 49’ers One 
and insert 49’ers Two. This happens when you are looking up information in either Topics or 
Words or when saving a session. When you have finished any of these actions the computer will 
ask you to remove 49’ers Two and replace it with 49’ers One. 


NOTE: if you are using the MS-DOS version, 49’ers One and 49’ers Two are combined on one 
disk. You will only have to exchange disks when moving from 49’ers Master to 49’ers One. 


Main Screen Components 


The main screen (see Diagram 2) is divided into six sections: the Status Display, the Player Map, 
the Command Bar, the Instructions Row, the Travel/Text Window, and the Bar Graph Window, 
‘which replaces the Command Bar while the party is travelling. 


Status Display 


This part of the Main Screen shows your current status (walking, riding), advises you of the 
presence of natives, warns you about food and water shortages, and so forth. Below are the 
messages you can expect to see in the Status Display. 


Camp This message appears when youhave decided to set up camp, or have reached acamp 
previously set up. 


Dead This is bad news! Your entire party has died and the simulation has ended. Skillful 
playing will help you avoid seeing this message. 


Driving Your party’s current mode of transportation is via wagon. 
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Junction 


Map Edge 


Mouth 
Natives 
Riding 


River 


Source 
Starving 


Storm 
Thirsty 


Walking 


Water 


Player Map 


<ot> 
There is a junction of two or more trails or rivers here. By stopping, you will be able 
to choose which trail or river you wish to follow. 


When you reach the edge of the map, this message will appear. It will disappear 
when you move away from the edge. 


The party is at the mouth or end of a river. 
The party has met a group of Indians. 
Your party’s current mode of transportation is via mule. 


Your party has reached a river. The direction of flow of the river is indicated by an 


" arrow. 


The party is at the source or beginning of a river. 
The party is starving to death! Obtain food immediately. 


The weather has turned bad. If the party is walking, it should take cover 
immediately; if driving, the party should delay until the storm has passed. 


This message lets you know your water supply is dangerously low. Time is precious, 
so try to find water! 


Your party’s current mode of transportation is on foot. 


From time to time this message will flash on the screen display. It’s a good idea to 
fill up your kegs each time you see it. 


This part of the screen shows where your wagon train is located and what direction itis traveling, 
The map is divided into quadrants, beginning with the Southeast quadrant. When your party 
reaches the end of this quadrant, the screen will change to show you the new quadrant you are 


entering. 


The flashing cursor displays your current location. 


Command Bar 


Nine primary commands and seventeen secondary commands are available from the Command 
Bar. Students can use these commands to research information and aid themselves in their 
explorations. To select a command, use the <SPACE BAR> to highlight the desired command. 
When the command is highlighted, press <RETURN>. 


The Commands section explains each of the commands in detail. 
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a. 


Instructions Row 


Procedural instructions are provided in the instructions row. Various messages such as “Use 
SPACEBAR and RETURN to select,” and “Press SPACEBAR to halt,” help you move through the 
program. Warning messages such as “Party overweight for walking” and “Too few men or 
animals for driving” aid in decision-making. 


Travel /Text Window 


This window gives a graphic portrayal of the terrain your party is exploring. These graphics will 
be replaced with other graphics or with text when trading with natives or fighting. 


The Explorer’s Notebook also appears in this space. See the Questions section (p. 18) for 


information on the notebook. 


Bar Graph 


While you are traveling (by wagon, mule or foot), the Command Bar is replaced with a bar graph. 
The bar graph shows the current amount of money, food, ammunition and water. 


Commands 


This section provides a detailed explanation of each of the program’s commands. Not all of the 
commands will appear on the Command Bar at a given time. This is because each command is 
only available under certain conditions. All secondary commands, for example, appear under the 
Utilities menu. Also, primary commands such as Ride will not appear on the Command Bar 
unless your party has sufficient mules to carry all your goods. Walk will not appear when your 
party has with it too many goods to carry while walking. 


Primary Commands 


Drive When this command is chosen, the wagon train starts to move. Select the direction 
you wish to go. You may choose to follow a trail, explore overland, or follow a river. 


Some directions may not be available if they are inappropriate for your current 
location. Choose Stay Put to remain in your current location. 


Walk/Ride These commands function in the same manner as the Drive command. Use Walk 
if you have no wagons or mules. Choose Ride to use your mules. 
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Delay 


Equip 


Diagram 3 — Driving 


SCORE = 
coo 12d 


SUPPL IES 


TRAIL 

STORM 

cCriving 

S/S/495 SE quadrant 


<SPACE BAR> Co interrupt Cravel. 


Use this command if you want to wait until a storm passes. One Delay command 
delays movement for one day. 


This command will appear at the beginning of the simulation and every time you 
reach anew town. You have $1000 to spend, but try to save some for use on the trail. 


Use the <**,{> keys to move the amounts of the various items you want from the 
merchants’ column to your column. Change the increment as required (see: 
Increment, p.6). A dollar value will appear at the bottom of the screen. 


When you have made your selection, press <RETURN>. The merchants will present 
you with a bill. You can choose to pay the full amount or try to barter. Use the <,}]> 
keys to move either money or supplies from your column to the merchants’ column. 
Press <RETURN?> after you have decided on the amount you intend to pay. 


Ifthe merchants reject your offer, you can continue to barter. If you decide not to buy 
anything press the <ESC> key to return to the main screen. 
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Diagram 4 — Equipping 
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Use <¢SFPACEBAR> and <ARROMS>; 
<RETURN> LO make offer; <ESC> Lo quit. 


Fill Kegs Fill your water kegs any time you can. It is easy (and deadly) to run out of water in 


Ford 


Trade 


the desert areas. This command only appears when you are at a source of water. 


Choose this command to cross ariver. Be careful, heavily laden wagons may have 
difficulty in crossing, and some may be too heavy to even try. 


Select this command to trade for food, scouting information, and so forth. Once 
natives have been located, you may choose to trade, leave, or attack. 


Diagram 8 — Trading with Natives for information 
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<ESC> FOr Main Commands. 
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If you Attack the natives, they may fight back or they may flee. Attacking natives 
will result in poor relations with other natives. 


If you do not want to deal with the natives, you may escape the trade routine by 
choosing Leave. 


If you wish to observe the Indians’ reaction to you, choose Wait. The Indians may 
commit themselves to an attack, they may flee, or they may wait for you to make a 
move. 


Items you can Trade for include food, mules, and scout info. 


If you decide to ttade, use the <+,!> keys to give goods to the Indians and to take 
goods in return. You can change the number of goods traded with each press of the 
<*> keys by pressing <I>. As you press <I>, the increment setting in the upper 
left hand corner of the Trade Screen will change from 1 to 10 to 100 and so on (see: 
Increment, p. 6). 


Utilities Choose this command to access the secondary commands. 


Secondary Commands 


Camp 


Discard 


If you decide to set up camp, you can leave wagons and people behind at camp while 
you travel on your own. You'll be able to move faster this way. 


Decidehow many wagons and supplies to leave atthe camp. You might decide to take 
only your mule and however much you can carry. 


Use this command to get rid of goods and equipment you cannot carry with you; for 
example, extra water kegs when you haven’t enough mules to carry them, or repair 
kits, when you don’t have any wagons left. 


Find Gold Use this command to search for gold. You must have a mining kit. The surrounding 


area will be described to you, then you must decide whether to dig in the area 
described, to look for a better place, or to stop looking for gold. 
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Diagram 6 — Searching for Gold 
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Hunt Use this command to go hunting when you need to replenish your food supplies. 
First, use the <++,!> keys to decide the size of the hunting party. The more people 
hunting, the greater the chance of hitting the animal. Press <RETURN> when you 
have selected your party. 


Diagram 7 — Hunting 


Use <E>,45>,<¢B>,¢8> keys Lo move 7K 
<SPACEBAR> FCO SNMooL, <ESC} Lo leave. 


Agun sight (an X) will be displayed on the screen. Use the <+,]> keys or the <E>, 
<S>, <D>, and <X> keys to follow the animal’s tracks. When the animal appears on 
the screen, move the gun sight to the animal and press the <SPACE BAR> to shoot. 
The animal may flee if it is not killed. It may also turn and attack your party. 


Press <ESC> to end the hunt. The computer will display how much food you have 
gained and the number of hours it took. 
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Maps 


Topics 


Info This command provides access to a map of southwestern United States, background 
information, a glossary, and an advice file which you should read before using the 
simulation. 


The Maps option provides a terrain map of southwestern United States. 
Overlays show trails, rivers, terrains, state lines, the areas your party has 
explored, and your present location. 


Diagram 8 — Maps 


TERRAIN HAP 


{RETURNS draws MOUNTAINS 
<ARBOH KEWS> to select. <¢€E5C3 Lo quit. 


When you first enter the Maps screen the computer will display your travels 
to date. A message at the bottom of the screen will state “<RETURN> draws 
RIVERS.” If you wish the computer to display rivers, press <RETURN>. 


Terrains which can be displayed are: mountains, plateau, plains, basin, 
desert, prairie, gulf and coast. Other items include: trails, rivers, lakes, 
ocean, states, and forts. Use the <+>,!> keys to page through these options, 
pressing <RETURN> each time you want one drawn. 


Historical, geographical and general information will appear. Topics are 
listed alphabetically. You will be asked to insert the 49’ers Two disk if you 
are using an Apple II computer with one disk drive. 
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Diagram 9 — Topics 
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SCOUTS 


OTHER TOPTCS 


<ESC> exits TOPICS 


{O> >= 
<RETURND selects, 


Use the <SPACE BAR> and <*,]> keys to select a topic, and press 
<RETURN3>. Press the <ESC> key to exit from that topic and press <ESC> 
again to return to 49’ers One. 


Words This option provides a glossary of terms pertaining to the program and 
background information. To find a particular word, highlight the 
appropriate alphabetical category. You will see a dictionary containing all 
of the words that fall in the alphabetical category you selected. Press the 
<ESC> key when you have finished reading. You may choose another 
category or press <ESC> again to return to the Main Screen. 


Advice  TheAdvice option contains valuable information on operating the program. 
While it does not provide strategies which guarantee success, the Advice 
option will provide ideas that will help you in your quest for gold. 

Escape Escape is used to leave the Info section and return to the Main Screen. The 
Information available in Info can be printed out for use as research and 


reference material (see: Print Backgrounds, p. 24). 


Repair This allows you to make necessary repairs on your wagons. You must have a repair 


kit or be at a town in order to repair your wagons. 
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Report A status report is provided for you to review the progress of your expedition. 


Diagram 10 — The Status Report Screen 
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{<ESC> For MSin commands. 


The Status Report is divided into four main areas. 


The Mode area at the upper left of the Status Report shows the simulation mode, the 
date, and the number of days elapsed since the beginning of play. 


The Equipment section at the center and lower left of the screen provides an 
inventory of the expedition, including people, money, wagons, food and more. The 
inventory of water shows how many full kegs of water you have and then a total of 
the empty and full kegs you have. 


The Location section on the bottom of the Status Report Screen provides information 
on ocean, lake, river, and trail names; the name of any local Indian bands, and your 
party’s approximate location in degrees latitude and longitude. 


The Score area on the right side of the screen details your current score in terms of 
travel, gold discoveries, lives lost, and questions answered correctly and incorrectly. 


Scouting provides a 10 mile radius view of the area surrounding you and takes one 
day. Additional scouting information can be obtained from the Indians in exchange 
for some trade goods (see: Trade, p. 11). 
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Diagram 11 — Scouting 


SCORE: 

oa 000 £10 
COMMANDS: 
Drive 
belay 


TRAIL 
NATIVES Trade 


ULilities 


6/14/49 SE quadrant 
SCOUTING RESULTS: ¢1 day> 


LEGEND 


mountains: 


LOSS} 


Se trail: 


és party: 


ogee 


Not enousn mules for riding. 
Use <SPACEBAR> amd <RETURN> Lo select. 


Quit If you want to stop exploring (at the end of class, for example), select the Quit option 
on the command bar. A sub-menu will appear, giving you the option of saving your 
session, restoring a previously saved session, starting a new session, or quitting. 


Save 


Restore 


Restart 


Quit 


You may Save a session if you wish to finish it later. After selecting this 
option, you will be asked to type in a name to identify the session. (NOTE: 
if you do not save your session, no record of it will be kept). 


All sessions are saved on 49’ers Two. Up to five sessions can be saved on the 
disk. If you need more room you may delete some or all of the saved sessions 
(see: Clear Saved Sessions, p. 24). 


If your score is eligible for the Hall of Fame, the computer will ask you to 
insert the 49’ers Master disk. 


You can resume a previously saved session with this option. The names of 
the saved sessions will be displayed. Type the name of the session you wish 
to resume and the computer will take you back to the point at which you left 
the simulation. 


Sessions can also be restored from the Hall of Fame screen. 


This option allows you to start the simulation over. All movement and 
discoveries in a previous, unsaved session will be lost. 


Use this option if you are finished for the day. (NOTE: Quit does not 
automatically save your sessions.) 
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Escape The Escape option at the end of the Quit sub-menu allows you to leave the 
Quit menu and return to the Main Screen. 


Scoring Points 


Points will be awarded for answering questions correctly, exploring and finding gold. For each 
25 miles of new territory the explorer travels across 10 points will be awarded. 


Each question answered correctly on the first try is worth 200 points. One mistake on a question 
will incur a 50 point penalty, a second mistake will add another 100 point penalty, and a third 
mistake will add a 150 point penalty. Bonus points for finding gold will vary according to the 
amounts found. 


Fifty points will be deducted for all expeditionary party lives lost due to the elements, starvation, 
or battles with natives. Natives killed in battle will also result in a 50 point deduction from your 
point total. 


Success is deemed as finding gold! If you can find the mother lode, you will be rich beyond your 
wildest dreams. 


Questions 


If the Questions option is turned on (see: Set Mode, p. 23, to turn this option on and off), students 
must correctly answer multiple choice questions about the history of the time before continuing 
the simulation. Here is an example of the type of question used in the program: 


Diagram 12 — Explorer’s Notebook Questions 


SCORE = 
000 i170 


OPTIONS =: 


Answer 
TRAIL 


Driving 
E/11/49 SE quadrant 
EXPLORER’S NOTEBOOK 


Which animal Was respon 
Sible for changing the way 
of life of Plains Indians? 


the beaver 
the antelope 
the mule 

the horse 


Choose Ansver, or others for research. 


The questions are derived from the historical and geographical information contained in The 
Forty-Niners. These questions appear randomly and must be answered in order to continue 
exploring. Research the question by using the Maps, Topics, and Words commands provided. 
Choose the command Answer to move the highlight into the text window, then move the highlight 
to the appropriate answer. With the answer highlighted, press <RETURN>. 
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Part Two: Guidelines for Play 


Rules 


The following rules and strategies will guide your use of The Forty-Niners. 


When moving, it is your responsibility to stop. Do this by pressing the <SPACE BAR>. 


You cannot take an overloaded wagon across ariver. You must discard materials until the 
wagon is light enough to be pulled through the water. 


Indians will usually help you. If you kill them, others might kill you. Remember, Indians 
are your best source of food and scouting information. 


You may set up one camp at any time. Use the camp as a center of operations, and explore 
outward from it. 


You will not be able to carry enough food to last you through your travels. You will have 
to trade or hunt occasionally. 


Consult your atlas as to where in the southwest are the best places to find gold. Then camp 
in these areas and search thoroughly. Be warned, thieves and claim jumpers thrive in most 
of the gold areas, so you may need extra supplies. 


Always have with you at least one repair kit and at least one mining kit. A medical kit is 
also irreplaceable in treating sick people. You can even try to use it to help heal sick or 
injured mules and oxen. 


Do not try exploring overland until you reach one of the gold mining areas. Your wagons 
are sturdy, but will not stand up to the rough work where there are no trails. However, 
once you reach an area where youthink you might find gold, you will probably have to leave 
the trail. 


Food and other items will become increasingly expensive as you near the gold fields. Try 
to buy as much as you can when you begin the simulation. 
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Commonly Asked Questions 


1. 


How do I purchase more equipment before I leave for California? 


Equipment can be obtained at the fort where you begin your journey. Choose the Equip 
command, then usethe <SPACE BAR> and <*>, > keys to select the equipment you desire. 
When you have made your selections, press <RETURN>. Press <I> to increase the 
increment from 1 to 10 to 100 to 1000. 


How do I search for gold? 


Find an area where you think you might find gold, then choose the secondary command, 
Find Gold. The computer will describe the area around you and offer you three choices: 
Dig here, Move on, or Quit. Choose Dig here to see what you can find. Choose Move on to 
look for a different site in the same general area. Choose Quit if you want to stop searching 
for gold. 


What do I do if my- party dies? 


Start again. If your party has died, so have you! The expedition cannot continue without 
your leadership. If the session has been previously saved, you can use the Restore function 
to resume explorations at the point the exploration was saved. 


In any case, remember that the health of your peopleis important. Always have ample food 
and water supplies. Remember to refill your kegs whenever you cross a river, and to trade 
with Indians for food when you are running low. 


Is there any place my wagons can’t go? 


Your wagons cannot cross lakes or oceans. Other than that, they are capable of reaching 
any area on the map. Ifyou don’t want to follow a trail or river, choose the Overland option 
under the Drive command. Then choose one of the eight compass directions. If you want 
to change directions you must first stop, then choose a new direction. 


The best way to reach California is to follow one of the established trails. Generally 
speaking, there are more forts and less desert areas to the north, but each of the trails has 
its own difficulties. 


Why should I bother trading with the natives? 
Trading with the natives is the best way to obtain food and scouting information when you 


are lost or far from a fort. If you attack the natives instead of trading with them, they will 
be more likely to attack you sometime in the future. 
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10. 


Is there any way to get more money (beyond the $1000 I started with)? 


The money you start with is all you get until you find gold. Be sure to save some so you can 
buy things from the forts along the trails. However, once you have found some gold you can 
use it as currency to buy additional supplies. 


Be warned, a few ounces of gold will not buy as much as you might expect. Prices are very 


high in the gold fields! 


Do I have to answer the Explorer’s Notebook questions? What happens if I get one wrong? 


If the Explorer’s Notebook option is turned on, you must answer the questions in order to 
continue with the simulation. In order to avoid penalty points for answering incorrectly 
use the Topics section of the program to look up the answers. 


Is there anything useful I can do while I’m waiting out storms in the mountains (or 
elsewhere)? 


Not really. Simply bide your time until the weather improves. When the status display 
indicates a storm, delay until the storm has passed and the indicator removed. Traveling 
during a storm can be very dangerous. 


What can I do if I can’t find my camp? Can I proceed on my own? 


One of the easiest ways to die in the wilderness is to build a camp and then explore on your 
own, forgetting where the camp was located. Be warned, your camp will not show up on 
any of the computer’s maps, so it is up to you to remember where you have located it. Watch 
the status display carefully as it will tell you when you are at your camp. 


If all else fails, you can proceed on your own, but you will need enough supplies and/or 
money to survive. 


What happens if I’m starving to death and stuck in the middle of nowhere? 


In many parts of the southwest there is little game to hunt. However, see what you can 
find as every little bit of food will help. If you are out of ammunition and money you can 
probably trade just about any of your possessions to the Indians for food. If you have none 
of the above, move to the nearest fort, but you will probably have to Restart or Restore a 
previously saved session. It is important to carry as much food as possible at all times. 


Part Three: Teacher Options and Utilities 
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Teacher options and utilities are found on the 49’ers Master disk. Users of 3.5" disk versions 
or network versions should consult Appendix A before reading the following information. 


Load Simulation 


Choose this command when you are ready to begin the simulation (see: Starting the Simulation, 
p. 4). 


Record Keeping 


This utility allows you to check your students’ progress (see: Report, p. 16, for an explanation of 
the various scores). Saved explorations are stored on the 49’ers Two disk. 


After inserting the 49’ers Two disk, the computer will display the names of the saved 
explorations. Enter the number corresponding to the exploration you wish to examine. If your 
computer is connected to a printer, you will be asked if you wish to print out the report or display 
it on the screen. Answer <Y>es or <N>o. Press the <ESC> key to examine other explorations 
saved on the disk, and press <ESC> again to return to the main menu. 


It is possible to examine explorations saved on other disks by inserting them when the message 
“Insert new 49’ers - Two disk” is displayed. 


Diagram 13 — Record Keeping 


Saved Exploration: LORNE CHURCHILL 


Node of play: Wagon Master 
Questions: Series 2 
Date: 6/6/49 
Number of days: 35 


SCORE: 


TOTAL SCORE: 50 


Press <RETURN> to continue. 


Set Mode 
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There are two modes teachers or students may select from before running this simulation: 
Prospectors and Wagon Master. Themodes differ in degree of difficulty, commands available, and 
learning objectives. Choose the one best suited to your class. 


Diagram 14 — Set Mode 


i> Prospectors 

z> Wagon Master 

Current Mode: Wason Master 
OPTIONS = 


1> Terrain map: ON 
2> Questions: ADVANCED 


aH Co sek Mode; <O> to change 
Option; <ESC} for main menu, 


Prospectors: This is designed for beginners or younger students (grades 4-6). Some of the 
complexities are eliminated, but it still presents all of the basic challenges and is a good mode 
to select for teaching early Western history. 


Wagon Master: This comprehensive mode is recommended for grades 7 and up. It includes 
more obstacles and options (such as setting up a camp and exploring from there). Reaction time 
is also shortened. 


Students who perform well in the Prospectors mode will enjoy the additional challenges of the 
Wagon Master mode. 


Type “M” to set the mode. Then type the desired number (1 for Prospectors, 2 for Wagon Master). 
Then press <ESC>. 


Options 
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On the Set Mode screen there are two options which can be set within either of the two modes. 


Terrain Map: You may wish to restrict access to the Terrain Map as it provides information 
which would not have been available to settlers and prospectors of the time (who had only the 
sketchiest of maps). The program is more challenging when access to the map is turned off. 


Questions: Depending on your classroom needs, you may wish to turn off the Explorer’s 
Notebook questions. When Explorer’s Notebook is on, you will have the option of using either 
Series 1 (beginner) or Series 2 (advanced) questions. Turning off the questions will reduce the 
time required to complete the simulation. 


To change these options, type “O” (not zero). Now, by pressing 1 (Terrain Map), the map can be 
turned On or Off. By pressing 2 (Questions) repeatedly, you can change from Beginner to 
Advanced to Off. 


When you have selected the desired mode and/or option, press <ESC> to return to the Main 
Menu. 


Print Backgrounds 


If you have access to a printer, you may want to print the reference information that is on 49’ers 
Two. Students may find it easier to read this information on a printout than on a computer 
screen. The reference material makes a good reference guide and can come in handy when 
computer time is limited. 


To select the Print Backgrounds routine, choose option 5 at the introductory menu. Type <M> 
to view the remaining categories. To begin printing, type the number of the appropriate topic 
or type <A> to print all of the topics. The printout will be 40 columns wide and, depending on 
your printer settings, will usually occupy the left hand side of the paper. 


Clear Saved Sessions 


Up to five sessions can be saved on 49’ers Two. You will probably want to erase previously saved 
sessions to make room fornew ones. Ifso, select option 6 at the introductory menu. The computer 
will instruct you to insert 49’ers Two and press <RETURN>. 


Enter the number of the session you wish to delete, or type <A> to delete all of the sessions. If 
you have more than one 49’ers Two disk and wish to delete sessions from one of them, type <N>. 


The computer will ask you to “Insert 49’ers - Two disk.” Remove the first disk and replace it with 
another one. 


Modify Questions 
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You may change any of the questions appearing during the simulation. You may also create 
additional disks with new questions. 


Keep in mind that the questions are contained on 49’ers One. If you change questions on one 
disk and want all of the students to have them, you will have to make copies of the disk you 
changed. Instead, you may want to create several different disks and circulate them among the 
students for an endless array of questions. 

NOTE: It is not a good idea to change questions on the original 49’ers One. 

To edit or replace old questions with new ones, select option 7 at the introductory menu. Then 


choose which set of questions you wish to edit. A screen similar to this one will appear: 


Diagram 15 — Modify Questions 


* MODIFY QUESTIONS * 


most common on the great 
plains (see: GREAT PLAINS)? 
& cactus 
X short grasses 
® shrubs 
x 


tall grasses 


<E> to edit; <N> to see next 
question; <P> to see previous question. 
<ESC> for main menu. 


Press <E> if you wish to edit the question. The cursor will appear on the first letter of the 
question. Use the arrow key to move it to the portion of the question you wish to change. Type 
in the changes over the old information. 


If you wish to write a new question altogether, leave the cursor at the beginning of the question 
and simply type the new question over the old. 


When editing and writing questions, keep these points in mind: 


° Each question must contain three lines. You cannot reduce the question’s length to two 
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or increase it to four. 
° Question lines may contain up to 27 characters (including blanks). 
¢ There must be four answer choices to each question, with one choice to a line. 


® Only one answer to a question can be correct. Precede the correct answer with an asterisk 
(*). 

® The three incorrect answers must be preceded by a capital “X.” 

e Before typing an answer, skip two spaces, type <*> or <X> for correct or incorrect, and then 
skip one more space before typing in the answer. You may use up to 28 characters for each 


answer, 


NOTE: Ifyou do not follow the correct procedure for writing questions, the computer will give 
you an error message and will not allow you to save the modified question. 


When you have finished editing a question, press the <CTRL> and <C> keys simultaneously. 
The computer will ask you if you wish to save the new question. Type <Y> to save the changes 
or <N> if you have changed your mind about the edits. 


To move to the next question, type <N>. To move to a previous question, type <P>. 


When you have finished editing, press <ESC>. Insert the 49’ers Master disk and press 
<RETURN?> to go back to the Introductory Screen. 


Clear High Scores 


Use this utility to clear all scores from the Hall of Fame. The computer will ask you to confirm 
your desire to clear the scores. Answer <Y>es or <N>o. The computer will automatically clear 
the scores and return you to the main menu. 


Quit 


A “remove disk” message will appear on the screen. Remove the disks and turn off the computer 
and screen, or press any key to return to the main screen. MS-DOS versions of the program will 
exit to the MS-DOS prompt. 


Part Four: Lesson Plan and Worksheets 
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Lesson Plan 


This program works most effectively when used in conjunction with a complete unit of study 
focusing on the exploration of the western United States and the California Gold Rush. It can 
also be used on its own, as enrichment or supplementary material. 


The following suggested study unit could span four to eight days of study, depending on the depth 
of learning desired. It can be used exactly or modified to fit particular classroom requirements. 
Assuming the Prospectors mode is used, the study unit could be structured as follows: 


DAY 1: 


DAY 2: 


DAY 3: 


DAY 4: 


DAY 5: 


Discuss the status of America in 1849 — how many states belonged to the Union, 
what was happening between the North and South, what new territories had been 
purchased, how the Industrial Revolution was affecting people’s lives, etc. Explore 
the reasons why the West may have looked tempting to many Easterners. Ask 
students to describe the type of person who would be willing to move west. 
Assignment 1: Have students write a report, pretending the yearis 1849 and they are 
facing a decision — stay in the East where the country is established or travel west 
to parts unknown. The paper should include the reasons behind their decisions and 
what they hope to accomplish. 


Focus on the equipment, supplies, food and other items needed to outfit a wagon 
train. Discuss the problems of storing food and water, shortages of medicine and 
other obstacles. Describe the dangers these travelers faced — Indian attacks, rough 
terrain, violent weather, malnutrition. Outline the majortrails to the West ona map, 
explaining the pros and cons of traveling each one. 

Assignment 2: Ask students to research each trail west and then select one. They 
should outline all ofthe potential hazards they might face on that particular trail and 
develop strategies for overcoming the obstacles. 


Spend a few minutes at the beginning of class discussing how to use the computer 
program. Then divide the class into small groups and ask each group to agree upon 
a strategy, based on the information they gained from Assignment 2 and classroom 
discussions. Each group may then begin the simulation, referring to this manual 
when questions arise. During the last five minutes of class, ask students to save their 
program sessions and mark each group’s current location on a map. 

Assignment 3: Using the blackboard or a large easel, write the names of several 
Americans who became well known figures in the West (i.e., John Sutter, Brigham 
Young, etc.). Ask students to each select one and write a report on that person’s life. 


Discuss the Indian tribes that lived in the West and the problems that developed 
between the Indians and early settlers. Have students spend the rest of the class 
continuing their sessions on the computers. Again, save five minutes at the end of 
class to mark locations on a map before asking students to save their simulations. 
Assignment 4: Have each student select a particular Indian tribe and prepare a 
report describing the tribe’s way of life, customs and adaptations to the environment. 
How did the tribe react to settlers? Did their reactions change as more settlers 
arrived? 


Locate on a map the forts scattered throughout the West during this time period, as 
well as the larger settlements. Explain why early travelers were so dependent on 


these pockets of civilization. Then ask students to continue their computer sessions. 
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Again, mark locations on a map before students save their simulations at the end 
of class. 

Assignment 5: Ask students to research where gold was discovered in the late 1840s 
and early 1850s. How was this gold extracted? How much was gold worth at the 
time? How much is it worth today? 


DAY6: Ask students to complete their sessions by the end of class. 

DAY 7: Review the material, discuss the effectiveness of the planned strategies and the use 
of alternate strategies. 

Additional activities could include: 

e exploring the effects settlement of the West had on wildlife. 


e examine the history behind the formation of each Western state — what year it joined the 
Union, who controlled the early government, why it was desirable to become a state, etc. 


° a look at the gold market — why gold was selected as such a valuable commodity, what 
happens when the market fluctuates, etc. 


e study Western geography — how were the mountains, deserts and prairies formed? How 
is the land changing today? 


In addition to monitoring student progress through the suggested assignments, you may 
examine the Record Keeping utility provided on 49’ers Master. Part Three of this manual 
explains how to use it. 

Thorough use of The Forty-Niners can help students gain an excellent understanding of the time 


when the American West was largely unexplored. It’s a fun way to learn! 


Assignment Questions 
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10. 


11, 


12. 


13. 


14. 


15. 


Describe the different dangers travelers faced as they traveled through each of the terrains 
in the West. 


Detail the differences in flora and fauna in each of the terrains. Where was it most scarce? 
Where was it most plentiful? 


What sort of food supplies did most Forty-Niners take with them. Which foods helped 


- prevent scurvy? 


In what area of California was gold most likey to be found? 


What other Western states were the focus of a large gold rush? When and where did those 
rushes occur? 


Discuss the various means and methods the United States used in acquiring western 
lands. 


Why did the Mormons move west? Why did they choose to settle around the Great Salt 
Lake in Utah? 


Who led the first major exploration of the Northwest and the Oregon Territory? What were 
the goals of their exploration? 


What sort of guns were favored by the Forty-Niners. Why? What other types of guns were 
popular in the West? 


Gold fever affected tens of thousands of people around the world. Describe “gold fever” and 
what its symptoms and effects were. How did newspapers and advertising help encourage 
it? 


Whatis the history behind the saying “seen the elephant?” (When people said they had seen 
the elephant they meant that they had been in the Gold Rush.) 


What plant, commonly found in Open Basin areas, was known as the “well of the desert?” 
What other sources of water could be found in the desert? 


Who called their terrible trip to western lands the “trail of tears?” Where did that trail 
begin and where did it end? Why did they follow the trail? 


Some Indians lived in the inhospitable lands of the deserts. What did they use for food and 
drink? Identify some of the Indian bands which lived in these areas. 


In what ways did the settlers change the Indian’s ways of life? 


The Forty-Niners 
Multiple Choice Test 
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Read each question carefully and then study each of the possible answers. Circle the letter beside 
the best answer. There is only one correct answer to each question. 


L The “trail oftears” led which group of people to the lands west of the Mississippi? 


a. the Forty-Niners 
b. Eastern Indians 
Cc. the Mormons 


d. the Spanish 


2. When did Americans first start moving to Spanish California? 


a. 1716 
b. 1796 
c. 1846 
d. 1896 
3. When white settlers and explorers first came to the prairies, what DIDN’T they 
find there? 
a. Indians 
b. grasslands 
C. wheat and corn 
d. buffalo 


4, Howdid the United States gain ownership of lands stretching from California to 


Texas? 
a. purchased them from France 
b. annexed them from Spain 
c. acquired them through war with Mexico and annexation 
d. won them by defeating the British in the Revolutionary War 


5. Which ofthe following groups did NOT forma significant part of Old California’s 
population in 1848? 


a. Franciscan missionaries 
b. French fur traders 

c. Indians 

d. American settlers 


6. Basin Indians sometimes caused problems for settlers passing through Indian 
lands. They did this by... 

driving away the settler’s game 

attacking and burning the wagon trains 

passing on viruses and diseases not found in the East 

driving away or stealing the settler’s horses and supplies 


ap op 


7. Settlers passing through Basin Indian lands sometimes caused problems for the 
Indians. These problems included... 
a. driving away the Indian’s game 
b. shooting the Indians 
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a 


C taking the Indian’s food 
d. all of the above 


8. The Discovery Corps crossed two major mountain ranges in their exploration of 
the west. Who led this group? 
a. John Sutter 
b Pierre de Smet 
c. Kt Carson 
d Lewis and Clark 


9. Which very small weapon was a favorite of professional gamblers? 
a. the derringer 
b. the Colt 45 
c. the Winchester rifle 
d. none of the above 


10. What giant nugget was found during the Gold Rush sitting in a potato field? 
a. the Star of Africa 


b. the Holden nugget 
c. the Sword in the Stone 
d. Richard’s Rock 


11. In the mining camps of California, what were people referring to when they 
talked about “quicks” and “slows?” 


a. fleas and lice 

b. lucky and unlucky miners 

c. black bears and grizzly bears 
d. ways of dying 


12, What did the Forty-Niners NOT find as they passed through Salt Lake City, 
Utah? 


a. gold 

b. Mormons 

c. food 

d. oxen and mules 


13. About how much gold did a miner have to find each day just so he could buy 
enough supplies to live on? 


a. $3 worth 
b. $16 worth 
c. $25 worth 
d. $45 worth 
14. What terrain covers almost all of the state of Nevada? 
a. rain forest 
b. prairies 
c. basin 
d. hardwood forest 
15. Which of the following states does NOT lie within the central plains? 
a. Oregon 
b. Montana 
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Appendix A 


Loading The Forty- 
Niners onto your Hard 
Disk 


(MS-DOS versions only) 


Multi-Load Feature & 
Custom Lab Packs 


Network and 3.5" 
Disk Versions 


Instead of making a backup of the original Entrex 3.5" disk, you may 
copy the files onto a hard disk. Keep the files together in a separate 
directory and maintain the original disk in case the hard disk copy 
is damaged. 


There is no copy protection on the disk, so it should be a simple 
matter of creating a new subdirectory on your hard disk (call it 
“A49R”) then copy the files from the 3.5" disk into the subdirectory. 


The older 5.25" disk versions were designed to allow teachers to 
make copies of the student disks, then boot the program on multiple 
computers using the one master disk supplied. Because all program 
files now reside on one 3.5" disk, this feature is no longer supported. 


If you wish to load the program on more than one computer 
simultaneously, you may purchase as many extra disks as you 
require (creating your own customized lab pack). To purchase these 
disks, please provide proof of purchase of the original program to an 
Entrex dealer or distributor along with a purchase order specifying 
the number of extra disks you require. Disk prices will be available 
at all Entrex dealers and distributors. 
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Network and 3.5" Disk Versions 


. The 3.5" and Network versions of this product differ from earlier 
Operational versions in several important ways. Please read the following —_ 
Differences carefully. 


License Screen 


The first time you load the program, you will have to identify 
yourself as the original purchaser of the program. Please type in 
your name or the name of the site (school name) in which the 
program will be used. You will also have to type-in the version 
number of the program. The version number appears on the disk 
label. 


Each subsequent time you load the program the screen will display 
a message similar to the following: “For the exclusive use of: (the 
name you typed in).” 


Loading the Program 


Follow the instructions detailed in the “Starting the Simulation” 

section of the manual. Unlike earlier versions there will be no need 

to exchange disks. Also, the 3.5" and network versions (MS-DOS i 
versions only) will automatically load the simulation, bypassing the 

Teacher Options menu. If you wish to access that menu, you must — 
press both the <CTRL> and <T> keys at the main screen, while the 

menu is showing. 


Important: remember the <CTRL> <T> feature. Pressing these 
keys from the appropriate menu is the only way to access the 
Teacher Options menu, and thus the only way to access student 
record keeping, to change difficulty level, to clear sessions from 
saved files, etc. (see the section in the manual on Teacher Options 
& Utilities for more information on this part of the program). 


Options & Utilities 
The following option is no longer available: 
Copy Disks: no longer applicable. See the copyright and 


warranty section of this manual for your rights in 
copying your original Entrex 3.5" disk. 


Lom. 
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Network and 3.5" Disk Versions 


The following option has been added to the network version (MS- 
DOS versions only): 


Set Pathname: _ this allows you to preset where saved sessions 
will be stored by students. The default pathname 
is A:\. This means whenever a student saves or 
restores a session, the program will look for a 
disk in drive A. 


The following option has been changed on the 3.5" and network 
versions (MS-DOS versions only): 


Quit: choose this option to return to DOS orto network 
log on/log off routines (previous versions do not 
exit to DOS). 


Saving Sessions 


In 3.5" versions, sessions will be saved to the 3.5" disk, or onto the 
hard disk if you have copied the program onto a hard disk. No new 
file will be created. 


In Network versions, sessions will be saved to a file in a virtual 
volume located as per the Set Pathname option. The default 
pathname is A:/. In English, this means that when a student wishes 
to save a session, the program will look fora DOS formatted disk in 
Drive A, or in whatever drive (and directory) specified in the Set 
Pathname option. : 


If the program cannot find a saved sessions file on the appropriate 
disk, the following message will be displayed: 
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Unable to find saved sessions file. 


Please insert saved sessions disk, 
; then press <RETURN>. 


Press <C> to create anew saved 
sessions file. 


Press <ESC> to return to program. 


If the student hasn’t saved a session previously, he or she will 
probably have to create a new saved sessions file. Pressing <C> will 
create a small file on the disk, then will allow the student to save his 
or her session. 


If the student has previously saved a session, simply insert the disk 
it was saved onto, then press <RETURN>. 


